Transformers - Amiga 
games in disguise 

Written by dreamkatcha. Any related videos, as always, can 
be found on my YouTube channel. 

None of this would have been possible without the fantastic 
resources generously provided by immensely talented 
emulator authors, and communities such as Hall of Light, 
Lemon Amiga, Lemon 64, World of Spectrum, Moby Games, 
World of Longplays and Recorded Amiga Games. Thank you 
for your tireless dedication to preserving the history of 

gaming. 



Thexder stands out perhaps because it's the closest we came 
to getting a Transformers game for the Amiga. It's a runny- 



















shooty action game starring a giant mech warrior originally 
designed in Japan by Hibiki Godai and Satoshi Uesaka on 
behalf of Game Arts. Released initially for the NEC PC- 
8001 in 1985, it sold over half a million units and was 
subsequently ported to a host of platforms, some of which 
many people have never heard of:- 

NEC PC-8801, NEC PC-9801, FM-7, Sharp XI, Famicom, Sharp 
MZ, MSX, Amiga, NES, Apple II, Apple MGS, MS-DOS, Classic 
Mac OS, TRS-80 Color Computer 3. 



In the Land of the Rising Amiga, Thexder was ported by 
Sierra-on-Line in 1988. What sets it apart aside from 
sounding more like an east-end gangster (or short-lived, 
unpopular GamesMaster host) than an anthropomorphic 
robot is its capacity to morph from a mecha to a jet-fighter in 
the blink of an eye. You achieve this by pulling down on the 
joystick to become airborne, and reacquaint yourself with 








































































terra firma, or pull in the opposite direction to your flight 
path to switch back. 



We star as the pilot of a 'Hyper Dual-Armour Robot-Jet 
Transformer 1 or 'Thexder Super Assault Vehicle 1 that looks 
suspiciously like the twin of the Transformer Jetfire who has 
been incarcerated inside a dungeon-like prison as the 
plaything of a precocious supercomputer. It's our mission to 
escape from the cargo holds and mysterious caverns that 
encompass each of the 16 levels in the forbidden world by 
destroying or evading critters our nemesis conjures to make 
life difficult. 
































































In robot mode, we push fire to activate our heat-seeking laser 
cannons. Bolting from Thexder's eyeballs, they automatically 
hone in on the nearest of the 20 different enemy varieties, 
leaving us feeling detached from any sense of 
accomplishment. What's irritating is that the order in which 
the enemies are snuffed out does not necessarily correlate 
with the immediacy of their level of threat. Sometimes those 
corralled behind a barrier will be targeted first, leaving those 
close enough to rub noses free to sap our lifeblood. Curiously, 
the NES port dispenses with lasers, supplanting them with a 
salvo of rapid-fire bullets. Otherwise, it's largely 
indistinguishable. 








On the contrary, embodying the jet we fire straight ahead 
with a single beam in whichever direction we happen to be 
facing in the more traditional manner. Each shot embodying 
either form depletes our energy (2 points per 30 shots fired 
unless shields are activated) so must be used sparingly, 
making for a more strategic run and gun shooter than was 
typical of the period. 








Neither weapon will help much if we fall into hazardous 
zones such as lava pits or acid lakes, though we can leap into 
the air and flip into flight mode before touching down again, 
swooping clear of the danger a la Mr Red Underpants. Does 
evasive action get any cooler than that? No is the only 
correct answer. 
































































Luckily, energy isn't a finite resource, it can be topped up by 
destroying certain aliens known as Baffins (those sporting 
revolving red balls, either inside clamshells or on top of 
scurrying, spider-like legs). These (along with level 
completion bonuses) also serve to boost our 'Enmax' rating; 
the maximum range to which energy can be extended. 














If our stone-blocked prison becomes especially congested we 
have the option to enable a shield, bearing in mind that this 
consumes 10 points (or 10%) of our life-force. It can't be 
deactivated once enabled until reaching the end of a level, 
continually ebbing away with the passage of time, facilitated 
by a barrage of enemy fire. It's lucky we have this 
contingency plan to fall back on; curtailed with only a single 
life, we'll need all the help we can get. Nonetheless, an 
added deterrent to deploying it is that our ability to 
accumulate points in the usual way is put on hiatus 
whenever it's enabled. 



























No real bosses are in evidence, nevertheless, we 
do encounter a mass of previously seen enemies that block 
our path at the end of levels 4, 8, 12 and 16. Enough of the 
impasse must be cleared in order to squeeze past and be on 
our way, not necessarily all of it. 










Level structure and varmint positions remain identical from 
one game to the next so once you've memorised the layout 
(or drawn a map as the manual advises), the challenge upon 
subsequent replays depreciates on a sliding scale. 

Considering three years had passed between the original 
1985 NEC PC-8001 release and this Amiga port, it's startling 
to behold how little actually changed. Visuals are basic, 
bland and barren of the kind of immersive intricacies that 
emerged only a year later, ushered in with the likes of 
Shadow of the Beast. Audio consists of a primitive rendition 
of Beethoven's Moonlight Sonata, some sparse speech 
samples from a stridulous Japanese lady and a smattering of 
low-rent blips and blops. 

Much revered upon its baptism into the arcade-mecha 
pantheon of fame when expectations were far lower, it failed 
to hit the mark as a then-current Amiga platformer orshmup. 
Still, it is clever from a design perspective regardless of how 









































much it leaves to the imagination in the multimedia realm, 
undoubtedly laying the groundwork for more advanced, fun 
to play run 'n' gunners such as Turrican, Contra and Metal 
Slug. 



Now several decades later, looking back in hindsight when 
we're not so concerned with pushing the Amiga to its limits 
for the sake of progress, it's easier to appreciate Thexder on 
its own merits, enjoying it as though intended as a homage 
to the 1985 original. Perhaps that's what Sierra were 
shooting for even back then... a sacrifice to appease the retro 
gamers, before they even labelled themselves as such. 















